


SAFETY TIPS 
* Always turn the power off before 

Inserting or removing the Game Pak 

from your Nintendo Entertainment 
System, 

i 

It 
should not he stored in places that 

are very hot or cold,. Store it at room 

temperature. Never hit or drop it. 
Do not take it apart: 

* Avoid touching the terminal con¬ 

nectors. Keep them dean 

mg the Game Pak in its protective 
storage case. 

i 

I 
■ Ul 

■ 
J 
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agents can damage the (Same Pak. r 



URGENT MEMO 

TO: TIME LORD Date: January 1st, 2999 A.D. 

MB TIME TRAVEL RESEARCH CENTER 

Welcome, Time Lord. We are unable to greet you personally; the Research Center 

is under alien attack and all personnel are being evacuated B 

You are about to embark on a life-threatening quest to prevent the planet 

the most advanced time " 

I 
f i ■ m our 

s 

4 historical time zones. If their armies succeed 

ingour history, the Drakkons will easily defeat us in the present, E m 

will become a mining colony, and its people slaves. 

To win this war, you must revisit the enemy. But our time 
tr 

year 
or you will self-destruct 

el system is crude and limited; it can remain operational for only 1 \ 

Complete your mission before January 1st, 3 (MW A,D. 

w ith the system 
■ 

WE ARE COUNTING ON YOU, TIME LORI). READ THE FOLLOWING PAGES 

THOROUGHLY BEFORE BEGINNING YOUR MISSION G LOCI) LUCK! 

if 

4 

USING THl CON TROt t IRS 
CONTROL -AD 

I he illustration at right shows the controller parts 

you'll he using as you play. ■ T 

: : 

r / * To begin your mission in each ume zone- J r 
Press MART. 

Press the control pad in the direc- * To move 

lions shown at right. 
BUTTON A 
SUTTON B 

SELECT 
BUTTON 

START 
BUTTON 

• To jump 

To punch/use a weapon 

* To jump and kick/jump and use a weapon 

Press BUTTON A. 

MOVE TO BACK 
OF SCREEN 

To switch from weapon to weapon -it! 
k 

MOVE MOVE 
O 

H *9 ' - 

LEFT h r 

* To pause—Press START 

* To restart 

i 

■ ■ ■ ■ 

MOVE TO FRONT 
- 

OF SCREEN 

ntoriGui s 



THE PLAYING SCREEN 
The bottom of your playing screen will always 

show the following information; 4% li L% :fT ■T" 

EXTRA LIVES 
You sfarl lhe game with 

jT '.{W ORB INDICATOR 
Light boxes show 
the number of Orbs 
you've col letted. 

V 
A lives in all 

YOUR LIFE ENERGY 
Lessens each time you're 
hit by on enemy. You lose 
1 life when it's gone. 

THE DRAKKGNV LIFE ENERGY 
lessens eoch lime you destroy o 
Dmkkan lord. You win the gome 
when itJs gone! 

L 
APR 29 

TIME Z&NE 
An 

t \ 

WEAFON YOU'RE 
NOW USING 

YOUR CALENDAR DATE 

Mayes ahead toward 
January lr GOOD A.D. 

TIME ZONE 
YOU'RE NOW IN SCORE 

(i 

THE 

STARTING OFh 2999 A.D. 
Colled the 5 Orbs the scientists have left on and 
around the warp platform You’ll then warp into 

the past to begirt your quest! 

Press START twice to get the screen that explains 

your mission. Then press START again, and you'll 
appear inside the MR Time Travel Research Center 

in the present time zone—2999 A.D. 

Collett 5 Orbs far a 
quick geictwoy. Wotih 
out tor Drckbn 
stormeis and hoverbots! 

* ■ 



YOUR QUEST IN THE PAST YOUR QUtST IN THt PRESENT 

()ne by one, you’ll warp through 4 historical time 

you 'll r-euirji to the MB Time Travel Center in the 
i 

B i I 

B VI 

present In this lime zone, you must fight a final. 
CASTLE HARMAN 

iV\L ENGLAND 
’ions foe: the Drakkon King himself! 1250 A.D. 

■ 

your Tim ami 
DEAD MAN’S GULCH, mi) a i>. 

I 

RN l S A. Complete your quest before January 1st, 3000 

A.D., or you’ 11 self-destruct with the time-travel 
system t 

A 

A PIRATE SHIP 
IN I Eli: CARIBBEAN 

WORLD WAR II, 
r jt 

JP 

In each lime zone, you must do 3 things: 

Col tea weapons 

* Collect 5 Orbs 

* Defeat the Drakkon Lord to 
collect vcmr fifth Drh and 

P 

warp into the next time zone. 

8 

ENEMIES 

The past and the present are teeming w 11 h 

cnem ies who w i 11 lessen you r ti fe energy with 
each hit. Destroy them to boost vour score! There 
are 4 kinds of baddies: 

Drakkon Storniers: You'll find them and their 

robots invading the .MB Time Travel Center in 
the present. And you'll find their weapons 
deadly! 

- 

* Drakkon Minions: These are the creatures 
controlled bv the Drakkon Lord in each time 
zone of the past. Their weapons, powers and 
methods of attack vary 

- 

Drakkon Lords: There’s one Drakkon Lord in 
zone of the past', Each appears in the each time 

form of a different creature, Defeat him with 
just the right weapon to continue your quest! 

* The Drakkon King? The last foe you'll meet. 

and the toughest to heat! He anxiously awaits 
your return to the present time zone 



WtA PONS bonus mm 
You 'll enter each time zone 
hare-fisted 

Power Packs: They’ll replace 
your life energy. Search for 
other items that will boost 
your energy supply! 

Hearts: Each heart vou collect 
a 

will give you ! extra life. Vari¬ 
ous ocher items will do the 

* SI H 

saute Can von discover what 
j- 

they are? 

Treasure: Collect dollar 
values of 10,000 and 50,000 
to boost vour score, Some are 

B 

harder to reach than others! 

Money bags can also be found. 
You'll find lots of them, if you 
know how to make them 
appear! 

punching 
P 

only weapons. Search 
carefulk to find and col¬ 
lect the weapons the Men¬ 

tis cs have sent vou! They’re hidden in 
J p 

to prevent discovery by the enemy 
packages 

Selecting The Right Weapon 
To switch from weapon to weapon, press SELECT, 
Some weapons are better than others for attack¬ 
ing enemies and gathering Orbs and bonus items. 
You’ll often find that vour hands and feet are vour 

■ J 

best weapons! 

10 

These round golden ob- finding treasure, destroying 
iects contain ihe essence enemies and collecting Orbs 
of time travel. Orbs give and oilier items will all 
you the energy needed to increase vour score 
warp into the next time 
zone 

Collecting the Orbs is a great challenge. Some are 
hidden from sight; others seem beyond your 
reach; still outers turn invisible at vour approach. 

I 

You must discover the secret of collecting each 
one, or you 11 get “stuck 

1 1 

in the past with no 
wav back' 

The locations of some Orbs will vary each time 
you play, so every game will he a new challenge! 
Just when you thought you knew where they 
we re ■ i ■ 



THE 4 TIM ZONES 
OF THE PAST 
MEDIEVAL ENGLAND: 1250 A.D. 

* ? JL 4 
•" Ip " Jp-jti m 'fit l 

j 

I ■ , i !r i 5 1 

** - stS ft fe« K * I 
4 

> ^ » 1 

r j I "l 
p ** J r r 

Thou hast come upon the foreboding Castle 
Harman of yore and tore Beware, Time Lord" 

ip 

Forsooth, thou k no west little of mythical beasts, 
armored knighis, or 

* 

t Jk iT 

a 

the dark perils of a castle W1 

Verily, ihou shouldil Sorry o while 
in I he dungeon fore gift of gold Thine Ad vers arks 

Guard thyself against winded 
dragons, knights in armor, 

I 

Thy Blade 
and fleet-footed archer 

Search, and thou mav elves with poison ■ 

discover a broadsword arrows. 
of legendary strength 
and magical powers ■ 

DEAD MAN'S GULCH: I860 A.D 

Howdy»pardner! Welcome to tow [l 

in the West! Folks here don’t lake too kindlv to 
rahble-rousin1 tinhorns, so you're in for one hum- 

d 

dinger of a showdown! 

Varmints and Critters 
Keep your eyes peeled 
for wild dogs. 
cowboys with Sometimes o stx 

handier than a shotgun! itchy trigger-Angers, 
and vultures waitin' 
for the carcass of an firearms k 

", unlucky gunslinger. 
Try rustlin' up 
a six-shooter and 
a shotgun, both 
loaded with 
unlimited bullets 



THE CARIBBIAN: 1650 A,D. 

Vo-Ho-Ho! You just hoarded the Dora Mane, a 
perilous pirate ship swarming with swashbucklers1 
tict ready to shiver [lie timbers on 3 decks of 

Foes 
■are of bloodthirsty pirates N Rev 

t 
a-plenty, crabs a-creeping. 
sea serpents a- 
and barrels a-mJling. 

Ringing the- bells is risky but 
rewording. Wurth your hack! 

’ 

Cut-Throat 

Cutlery 
Look high and low 

for a cutlass and 
a throwing dagger. 



RETURNING TO THE PRESENT 
Whew! Home again... hut it's months later, 
Research Ceruer is now crawling w ith Dtakkons! 

This is vour final destination, so you won l find 
j * 

anv 
i 

Jr l 

or two, or you won’t stand i chance against these 

Your Opponent 
Find weapons and prepare \o face 

Eight off robots 
hoverbots and 

the King of the Drakkons! !■ 

Vs rl l 

Your Weapons stormers 

You won't get far 
without collecting 

a rocket laser gun 

WINNING THE GAME TOP TIME TRAVELLERS 
Defeat the dreaded Brakkon King to win! If your score is high enough, it will appear on 

screen next to vour the Ihp Time Travellers 

THE SIGN-ON SCREEN tr . 

After the game ends, the Sign-On screen will 

appear You can enter up to S letters here, Press 
LOST IN THE PAST? 
Discovering the secrets of Time Lord lakes skill, 
cleverness, patience—and sometimes, just plain 

the control pad UP. DOWN, LEFT or RIGHT to 
locate each letter, then press SIIEtl to lock it 

I uc k I in. To erase a letter, press RUB. To enter only 1 
press END when finished. 

If you've 
continue your quest, flip to the last page for our 
Game Counselor number and hours. Give us a 
call. We'll he happy to help! 

fltoriGuidlj 



COMPLIANCE WITH FCC REGULATIONS 
This equlpintiu generates, iijws. 2ml can radiate radio frequency energy and, tf mu msuild and used tn accord¬ 

ance niih the instructions, may mum* hannful interference 10 radio and television reception it has been us led 

and found to comph with the limits (nr j ( lass 13 computing device, pursuant ec» Part I^ of the FCC Rules These 

reasonable proicciioi 1 jg;un si harmful w u-rfemiLe 1112 ri'Mckmiil iiistalLaiiuo 3{own1 er, 

there is m guarani re that interference w j|] not occur in a particular installation 3f this equipment does cause 

harmful interference tn radhi nr television reception, which can hr determined by turning die equipment off and 

ihe user is encouraged to tn to correct the Interference hi one or more of the following measures 

limits a nr designed to provide 

on ■ 

* Reorkmi. die receiving antenn a 

* Relocate die NFS unh respect to the receiver 

* Move the MES away Trust 1 the receiver. 

* Plug die NFS inlo a different outlet so that ihe NlS and receiver are on different circuits 

■ Consult the dealer or an experienced radio-TV technician for help 

■ 

IS 

MILTON BRADLEY COMPANY 90-DAY LIMITED WARRANTY 
Milton Bradley Company mrramsbi she 1 iriginalpurchaser only, that the Game Pak provided with this manu.il 

will perform in accordance with the description 

a period of ninety tDQ) day* from the date of purchase if the Game Pali is found, defective within lX) davs from 

the dale of purchase, it 

dated proof of purchase Replacement of the Game Pah free of charge m the original purchaser (except for the 

cost of returning the Game Pah i is the full extent ofour liability THIS WARRANTY IS IN (.is l. OF ALL (.(TilEh VAR 

RAMUS, WHETHER ORAL OR tt RITTEN, EXPRESS Ok IMPLIED ALL JMPIJED WARRANTIES.. INCLUDING THOSE 

OFMERCIlANTABlI m AND FITNESS FOB a Mima UR PI KHOSK IK APPLICABLE. ARE LIMITED [N 1)1 RATION 

to % days from teie date of purchase of this product. 

AEilton bradlev Company shall not he liahle fur ineideuial mad or consequential damages for the breach of am ex¬ 

press or 

suital injury, even if Mlltnn Bradley Company has been advised of the possibilities nf such damages. Some states 

do nut altow iht exclusion or limitation of incidental or consequential damages or limitations on huw long an 

implied warranty lasts, so the above limitations or exclusions may not applv to vou 

m this manual (when used with the specified equipment 1 for 

ill be replaced. Simply return the Hann- Pah to Milton B-radlev Company along with 2 

ci warrant v including damage a* property and, to the extern pertnllled hy Ian damages from per 

l his warranty shall not, he applicable la the extent Thai am provision of this warrants jv prn habited hi am federal, 

state, or mtinu ipal Jaw w hich cannot be pre-empted. This warranty gives you specific legal right* and mu mas 

also have other rights which vary fmm state to state 

Milton Bradley Company 
•Attn Consumer Service 
A-t^ jihaJier Road 
Fast Longmeadow , ala Chois 

For tiarrant 1 Infonnalion 
Telephone: t-«EA1 SJvChII 
As k for Consumer Sen ice 
Represcntjihe 



GAMEPLAY QUESTIONS? 
Call Milton Bradley at: 

Game Counselors are available 

Monday-Friday 8:00 AM - 4:45 PM 

(Eastern Time) 

Milton Bradley 

y 
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